friends in Egypt and Japan can send each other birthday messages; scholars in the United States can retrieve a new book manuscript in seconds from a university in Australia; a public health worker in Fiji can receive the latest World Bank memo on clean water projects by fax from a laptop in the airspace over South Africa; rock music fans in India can listen to selections from the latest CD of their favorite American group; and a Chilean journalist can listen to replays of U.S. National Public Radio broadcasts.
In addition to retrieving and sending information and messages, there also has emerged an astonishing range of social activities in Net gatherings. Online participants carry out virtual sex, weddings, funerals, and the online equivalent of murder (deleting someone's persona from an online milieu through programming wizardry, clever but unacceptable to most participants). Through social networking sites such as Facebook, chat channels, and discussion groups, people pursue hobbies, seek friends and romance, compose music, and conduct political activism electronically. For example, student activism coordinated through sites such as Meetup.com, MoveOn.org, and RocktheVote.com is associated with the increased youth vote in the 2004 and 2008 U.S. presidential elections.
We can also enter online communities located in virtual worlds, where dozens or thousands of people can simultaneously play adventure games or hang out in cities, farms, or castles they have created just for the purpose of being sociable. Often labeled massively multiplayer online role-playing games (MMORPGs for short) or massively multiplayer online worlds (MMOWs), these virtual worlds have emerged globally as a popular form of virtual activity. In some role-playing worlds, we can engage in conversation with someone we think is another person, when in fact we are talking with a "bot" (derived from robot), a computer program that presents itself as a person by generating conversation (including humorous retorts) and physical self-description when asked.
An excerpt from a transcript of a chat between Julia (a bot residing in a computer in Pittsburgh) and Ace (a human) provides a flavor of how our social boundaries between human and machine are being reworked in life online (Turkle, 1995) What do these new developments mean for the social organization of human societies? The emergence of computer-mediated communications has raised a set of entirely new questions about the phenomenon of virtual relationships and the nature of their connections to community life offline. Universities around the world have developed research centers and multidisciplinary degree programs on human-computer interaction (e.g., http://hci.stanford.edu/).
We know that the Net is not just a cyberplace where people create fantasy worlds and pursue information through solitary browsing. Thousands of people also seek conversation, affiliation, support, and affirmation as social beings (Sproull & Faraj, 1995) . Almost as soon as the distinction between real life and life online emerged, when the Net became familiar to larger numbers of people in the 1980s and 1990s, the boundaries between real and virtual became oddly blurred. In the following, Turkle (1995) quotes Doug, a Midwestern college junior, who describes a typical evening of life in four windows:
I'm in some kind of argument in one window and trying to come on to a girl in a MUD [multi-user domain] in another, and another window might be running a spreadsheet program or some other technical thing for school. . . . And then I'll get a real-time message, and I guess that is RL [real life]. . . . RL is just one more window . .
. and it's not usually my best one [italics added]. (p. 13)
How many others like Doug think life online can be an equivalent experience to real-life interactions? For the first time in human history, many people seriously pose the question of whether we can have intimate relationships of emotional depth and substance with people we know only through a computer-mediated social tie, without face-to-face contact. What impact will there be on our sense of social order and connectedness to other people? What happens online to make people feel they are part of an online community? Are new forms of social solidarity emerging in online communities, or do online communities form and maintain themselves in the way that communities offline do (Cavanagh, 2009) 
Chapter Organization
This chapter will analyze virtual social organization on the Net by applying the ideas of French sociologist Émile Durkheim, one of the founders of sociology in the late 19th century. The largely anecdotal and descriptive research on the Net available in the 1990s is now complemented by systematic research studies on the social organization and social uses of the Net (e.g., Dimaggio, Hargittai, Neuman, & Robinson, 2001; Herring, Scheidt, Kouper, & Wright, 2006; Lee, 2005; Wellman & Haythornthwait, 2002) . The goal of this chapter, however, is not to review sociological research on the Net. Instead, this chapter has three goals. The first is to offer an overview of the history and organization of the Net. I describe types of Net services (such as e-mail and the Web) and types of electronic gatherings, including social networking sites, wikis, blogs, discussion groups, fantasy worlds, and civic networks. Second, the core of the chapter educates readers about the sociological theories of a great thinker. To do this, I analyze the ways in which electronic gatherings are similar to Durkheimian societies. I present Durkheim's argument about the ingredients that are necessary for stable and cohesive societies, which he calls regulation and integration. Next, I apply Durkheim's ideas on regulation and integration to analyze electronic gatherings as Durkheimian "Net societies."
The third goal of the chapter is to demonstrate how Durkheim's ideas can be applied to understand how experiences in virtual reality are affecting human societies. I discuss Durkheim's ideas about two different ways in which societies can be organized, which he calls mechanical and organic societies. Next, I draw on his ideas to develop a hypothesis about the emergence of a third, new type of society in the 21st century, which I call "cyborg society." This section attempts to illustrate how sociological theory can be used to better understand our rapidly changing world.
I present Durkheim's arguments in some depth to acquaint the reader with the original ideas of a great sociologist and also to demonstrate how an argument can be presented as a sequence of concepts and reasoning. I also quote him throughout the chapter. Too often, people believe that the classic works of a discipline are stuffy, out of date, and incomprehensible. By letting Durkheim speak for himself, I hope to show that his ideas are clear, are still fresh and exciting, and can help us better understand our world today.
Background on the Net and Electronic Gatherings What Is the Internet?
The Internet is a global electronic network of networks, where computers and other digital devices are connected by standardized technical rules (protocols) for exchanging data, resulting in person-to-person communication and information retrieval (Dimaggio et al., 2001 ; Internet Activities Board, Network Working Group [IAB/NWG], 1992). The technical protocols underlying the Net, which have been collaboratively established by scientists and engineers over the past 40 years, allow international interoperability among computer networks, just as the federal regulations for the U.S. Interstate Highway System make travel predictable and easy to navigate with standardized networks of roads (same design rules for lane sizes, green signs, and the entrance/exit ramps that serve as nodes linking networks of state and county roads) and standardized flows of vehicles (required minimum and maximum speeds).
Originally, the term Internet referred to the experimental system that was designed and built in the 1970s under the auspices of a U.S. Department of Defense agency, the Advanced Research Projects Agency (ARPA). By 1982, the initial version of the Internet (ARPANET) was in operation at a few academic and industrial research locations and included approximately 200 computers. By 1983, the U.S. military had selected the ARPANET as its main computer communication system, which doubled the number of interconnected computers (Batty & Barr, 1994; Comer, 1995; Kahin, 1995) .
Today, the Internet's computer networks are linked by dedicated, special-purpose computers called routers or gateways. Gateways can link networks run on different types of computers because of the mid-1970s invention of a special suite of software protocols called TCP/IP. The IP protocols break information (whether an e-mail message, a Web page, or a research paper) into small packets and select paths for Resource Locators (URLs) provide a universal address system for identifying (locating) a Web resource (e.g., the URL for the YouTube video site is www.youtube .com). Web browsers such as Mozilla Safari and Internet Explorer read HTML files to translate them into graphical Web pages. The Web is developed and maintained by the World Wide Web Consortium (W3C at http://www.w3.org/), headed by Tim Berners-Lee, an Englishman who invented the Web in 1989 (Berners- Lee, 1989 Lee, /1990 Gillies & Cailliau, 2000) .
An important development in the past decade was the diffusion of RSS (Really Simple Syndication) as a standard for organizing Web site content. RSS is a file format that allows people to subscribe to content feeds (offered by various firms, with content pulled from multiple Web sites) on topics they have selected. With reader software ("feed reader" or "feed aggregator"), users do not have to make repeated visits to Web sites to find new content; the reader can identify what is new and notify the user. Another option is to subscribe to an online content manager to manage the feeds.
Not only can "Netizens" (citizens of the Net) consume content feeds of their design, they also can produce and upload their own feeds to be retrieved by others. For example, the wildly popular YouTube site, founded in 2005, states that every minute, individuals and organizations upload 24 hours of video to its servers (YouTube, 2010) . Moreover, as user-generated content for the Web grows in popularity, so do RSS feeds. One blogger writes, Bloggers have since adapted it [RSS] to serve up articles they write so they can reach their audience more easily. If I make this article machine readable, then you don't need to check [my blog] . . . every day to see if we've written anything new. Since we use RSS . . . your computer will do that for you. It can distinguish one article from another even if they're on the same page, and tell if a new one appears. Your computer can deliver it as a message to your email inbox, or create a page of all the interesting articles on the web that day. This has since extended to news sites (like MSNBC and CNN). Now other creative services on the web like Netflix are creatively using RSS to deliver new release information and recommendations. (Laws, 2005, p. 1) One popular use of RSS formats is to transmit podcasts (a neologism combining Apple's iPod with "broadcasting") using "podcatchers" to receive the content feeds. Podcasting, a term that emerged in 2004, means downloading digital audio files (such as a rock song or news broadcast file) from the Web to a computer, then transferring the file to a digital audio player, such as an iPod, for listening at a convenient time. In a 2005 survey, only 12% of 18-to 29-year-olds "had a good idea" of what the terms RSS and podcasting meant, even though about 19% of those ages 18-28 had iPods/MP3 players. In contrast, only 5% of people 65 and older were familiar with these two Internet trends (Rainie, 2005; Rainie & Madden, 2005) .
A December 2009 survey by the Pew Research Center (Rainie, 2010) reported a high level of Internet usage in the United States-about 74% of adults ages 18 and older reported using the Net. The 15-year trend is remarkable: In March 1995, only about 15% of U.S. adults accessed the Net, but by 2006, this had risen to threequarters of American adults, where it remained in 2009. Although there was no gender difference, there was a marked generational difference: 93% of adults ages 19 to 29 reported using the Net.
The most dramatic change in the United States in the past 5 years has been the rise in wireless connection to the Net. In March 2009, about 56% of adults reported accessing the Internet wirelessly using at least one tool (e.g., desktop, laptop, cell phone, smart phone, game console, iPod/MP3 player, or e-book reader). Again, young adults led the way, with 80% of those ages 19-29 using at least one tool for a wireless link to the Net (Horrigan, 2009 ).
This 2009 survey reveals an important trend in equality of access to the Net in the United States: African Americans and Hispanics report being more active users of the "mobile Internet" than whites. Cell phone ownership is equally distributed by race: 84% of whites, 83% of African Americans, and 89% of English-speaking Hispanics. However, 17% of whites reported going online on a typical day using a handheld device, compared to 29% of African Americans and 29% of Hispanics. "The high level of activity among African Americans on mobile devices helps offset lower levels of access [to] tools that have been traditional onramps to the internet, namely desktop computers, laptops, and home broadband connections" (Horrigan, 2009, p. 4) .
In 2009, there were about 1.8 billion Internet users worldwide (about 26% of the world's population), compared to about 400 million in 2000 (International Telecommunication Union, 2010; Miniwatts Marketing Group, 2009 Norris (2001) refers to as the "digital divide," a divide that differentiates wealthy nations from poor ones in terms of Internet access, and likewise, within nations, it distinguishes the ease of access by the wealthy from the lack of access by the poor. However, the size and shape of the digital divide are changing. In 2000, the United States, Canada, and Europe accounted for 59% of Internet users, but the enormous growth of Internet use in Asia has attenuated this dominance (from 32% to 42% of global users). In addition, other regions increased their share of global usage over the decade, from 1% to 5% (Africa), 1% to 3% (Middle East), and 5% to 10% (Latin America and the Caribbean).
These trends have led a number of Net researchers to argue that the Internet is no longer an exotic space for the wealthy or technologically hip. Accessing the Net has become an activity integrated with daily life for a large number of ordinary people around the world, whose online activities complement but do not supplant real life (Dimaggio et al., 2001; Wellman, 2004; Wellman & Haythornthwait, 2002) .
Types of Electronic Gatherings on the Net
Electronic gathering is a name that highlights the core social activity on the Net-conversation about shared interests for the sheer pleasure of it (Sproull & Faraj, 1995) .
The Net literature suggests, however, that people can have a wide range of needs met (to varying degrees) by online groups, including the following:
• Feelings of affiliation and emotional support • Contact with others who share similar interests • Access to information, technical advice, and expert opinion • Access to educational opportunities and job leads • Entertainment, role-playing, and identity experiments • Opportunities for political and social activism • Access to the informal economy, such as swap shops and auctions Informal Net histories invariably remark on the pleasure and emotional support people get just from the sheer sociability of gathering and chatting online. Computer system administrators and government officials are often described as surprised at the depth of people's interest in all kinds of conversations with all types of people all over the world (Rheingold, 1993 It is helpful to think of social life on the Net as consisting of three main types of electronic gatherings: (a) social networking and discussion through social networking communities (SNCs), blogs, wikis, and other types of online discussion groups (described further below); (b) fantasy worlds; and (c) civic networks for citizengovernment communications and political activism. My typology is based on the main activity that occurs in a gathering, because in reality, activities can overlap. Civic network sites may include blogs or other forms of discussion group, and fantasy worlds may also sponsor discussion groups where members talk about events in the games. Moreover, a range of Net services can be found in all types of electronic gatherings, such as e-mail and podcasting in social networks, civic networks, and massively multi-user online games (MMOGs) via a Wi-Fi connection in a cafe.
Social Networking and Discussion: SNCs, Blogs, and Wikis
The current generation of Web-based applications is increasingly interactive, allowing many-to-many links for creating collaborative works and building social networks for friendships, career advancement, dating, collaborative learning, or all of the above. The phrases "social Web" and "Web 2.0" are used to describe software applications that facilitate user-generated content. On the social Web, people can collaboratively create a digital art piece online; jointly edit an entry in Wikipedia at www.wikipedia.org; invite new contacts into a private network of friends on Facebook.com; or have a debate on a political blog (or Weblog, a Web site where entries have the feel of journal entries, usually posted in reverse chronological order).
SNCs
Facebook, MySpace, Bebo, and Hi5 are four of several hundred social networking sites around the world where members post personal profiles, photos, or favorite music; meet and chat with others; and develop new relationships through friend-offriend links. Also called social networking communities, SNCs are networks where large numbers of people can be connected to each other by a relatively small number of intermediaries. Facebook began as a social networking site for college students, but opened to organizations and the general public in 2006. Originally created by a Harvard undergraduate in 2004 as an online extension of campus life, Facebook spread rapidly across campuses. For example, a study at University of North Carolina-Chapel Hill found that in 2005, a total of 88% of first-year undergraduates had active accounts on Facebook in their first semester (Stutzman, 2006) . In April 2006, the 10 largest social networking sites had reached a combined unique audience of 68.8 million users, drawing in 45% of active Web users (Nielsen/NetRatings, 2006) .
Blogs
Weblogs, or simply blogs, have emerged in the 2000s as an important way to publish information, engage in discussions, and form networks with people who share interests. Blogs are frequently modified Web pages containing dated entries, with the newest entries at the top of the page. Ranging from personal journals to analyses of international politics by traditional and nontraditional journalists, "Blogs are popular in part because they enable easy, inexpensive self-publication of content for a potentially vast audience on the World Wide Web, and because they are more flexible and interactive than previous publication formats, print or digital" (Herring et al., 2006, p. 3) .
In 1999, two software programs that automated blog creation became widely available (Blogger and Pitas), and by January 2001, Blogger had registered 117,970 users. By May 3, 2010, the Nielsen tracking service BlogPulse identified a total of 126,861,574 blogs around the world, and 918,400 blog posts had been indexed in the past 24 hours (http://www.blogpulse.com/). Herring et al. (2006) found that most blogs are still single-authored personal diaries, although much of the media attention about the blogosphere (the global network of blogs) has been on "citizen journalists" with popular sites commenting on war, the economy, and local or national politics. A 2010 online international survey found that self-expression and sharing expertise remain the dominant motivations for blogging, with 70% of respondents saying that personal satisfaction is how they measure the success of their blog (Sussman, 2009) . About 35% of bloggers described themselves as blogging professionally.
There is growing interest in "bridge bloggers"-bloggers who write/talk about their country or region to a global audience. One interesting project from the Berkman Center for Internet and Society at Harvard Law School is Global Voices, a Web site that aggregates ideas and conversations from bridge bloggers around the world, culling from the diverse range of participatory citizens' media-weblogs, wikis, podcasts, RSS aggregators, and online chats (www.globalvoicesonline.org).
Wikis
A wiki is a Web application that allows participants to create and post content to a Web page without having to know HTML code. WikiWikiWeb, the original wiki designed to let programmers collaborate, was launched in 1994 by Ward Cunningham and can still be found at c2.com/cgi/wiki. ("Wiki" comes from a Hawaiian word meaning "quick.") Participants not only can add content, but they can also edit (add to, remove) what anyone else has entered. Wikis can be used within a restricted workgroup as a collaborative work tool (enterprise wikis), or they can be open to anyone on the public Net. Typically, wiki software will let everyone see what has been recently changed, and histories of pages are stored. Collaboration through a wiki site means that no one person is on the hook to write an entire wiki page; instead, everyone adds information at different times, and the product improves over time. Although a pure wiki does not have anyone in charge, generally wikis are not completely anarchic; there are administrators and rules for collaborative processes.
One of the earliest and best-known global wikis is Wikipedia (www.wikipedia .org), where multiple writers have collectively built a free encyclopedia; indeed, there are many Wikipedias in multiple languages. Although the accuracy of the content varies, many observers have been surprised by the quality of collectively generated content. Does collaboration without financial incentive produce quality? A special report published by the respected science journal Nature found that, for the entries sampled from Wikipedia and Encyclopaedia Britannica on a range of science topics, there was a similar level of errors in both encylopedias (in part due to a surprising level of error in Britannica entries), although generally Wikipedia entries were seen as less scholarly (Giles, 2005) . President Obama has been described as the first "wiki candidate" (Cohen, 2008) . For example, his precinct captains in several states used a wiki-based site to collaborate and share information rapidly, without going through a webmaster. Many see the interactive protocols built into wikis as signaling new potentials for participatory communities based on textual/audio/visual collaborations. To date, however, evidence of virtual communities organized around wikis is largely anecdotal.
Other Net Discussion Forums
Until recent years, Usenet was the most well-known type of discussion group in the United States and internationally. Launched in 1979, many people equated the Net with Usenet newsgroups ("netnews").
Usenet is . . . like a giant coffeehouse with a thousand rooms; it is also a worldwide digital version of the Speaker's Corner in London's Hyde Park, an unedited collection of letters to the editor, a floating flea market, a huge vanity publisher, and a coalition of every odd special-interest group in the world. (Rheingold, 1993, p. 130) Before the Web emerged in the mid-1990s and became the way most people experience the Net, Usenet newsgroups were posted to an estimated 90,000 sites on five continents, constituting the largest system of interconnected message centers on the Net (Baym, 1995) . Usenet Archive and the Online Community were purchased by Google in 2001 and folded into the Google.com discussion groups.
Today, the typical discussion group is an Internet forum, where participants can enter content into a Web site to join in a discussion. An asynchronous forum discussion might be supplemented on some Web sites by the option of synchronous chat using a service such as IRC (Internet Relay Chat). Web-based Internet forums live on computer servers around the Net, whether tied to individuals' Web sites and blogs, to gateway services ("Yahoo Groups" or "Google Groups"), or to the increasing number of "gated" online communities that charge subscriptions and require non-anonymous participation (e.g., The WELL, launched in 1985, is one of the oldest online gatherings on the Net).
Fantasy Worlds
With the 2009 release of James Cameron's film Avatar, millions of people around the world who do not participate in online fantasy worlds learned about avatarsthree-dimensional virtual bodies that are controlled by the players/creators, including customizing shape, size, color, dress, hair, facial expressions, and so on. Avatars exist in fantasy worlds, often called virtual worlds, which are real-time interactive programs that allow people to create one or many alternative identities, build computational objects representing these identities (avatars), and then move as avatars through the worlds, interacting with others for the purpose of achieving goals (often through combat) and/or socializing. Avatar-based experiences will likely be a key chapter in the story of human-computer interaction in the 21st century.
This section discusses two types of fantasy worlds where people interact using their imaginations and digital tools: MUDs/MMOGs and chat rooms. Originally, all fantasy world experiences were text-based, and took place in MUDs or chat rooms. The 1990s and 2000s saw the emergence of graphically rich, three-dimensional virtual worlds that were able to accommodate hundreds, then thousands, of players around the world. These fantasy worlds are called massively multiplayer online games (MMOGs) or MMORPGs (massively multiplayer online role-playing games). Typically, the terms MMOG and MMORPG refer to goal-oriented, combat-based fantasy worlds, whereas the term massively multiplayer online world (MMOW) is often used to refer to fantasy worlds emphasizing noncombat sociability, such as Second Life. However, the term MUD is still used and can refer to both the original text-based fantasy worlds and today's graphics-based worlds. 
MUDs and MMOGs
There are several distinctive features of MUDs and MMOGs that draw millions of people to participate. Doom, a MMOG launched in 1993, pioneered the use of user-created content and immersive graphics that provided participants with a first-person perspective in the virtual world. These two characteristics, in combination with the feature that online worlds continue to evolve while any single player is offline, make fantasy worlds an intriguing setting for human sociability. A defining element of fantasy worlds, however, is that participants can simply "look around" while feeling the simultaneous presence of multiple others due to the increased sophistication of three-dimensional graphics in the past decade. Being able to look around distinguishes online fantasy worlds from blogs or other Web sites. Boellstorff (2008) argues that this immersive, visual embodiment is why MMOGs are experienced as places. Does the experience of place with others increase the likelihood that people develop online communities in fantasy worlds?
Typically, the focus in MUDs and MMOGs is on adventure and quests, although some worlds are designed for pure sociability (e.g., Second Life) and/or educational purposes (e.g., SimEarth: the Living Planet from the Sims series). Virtual worlds are populated by characters that create kinship groupings, affinity networks, polities, and economies while engaging in building palaces, slaying monsters, or simply hanging out in virtual nightclubs and coffee bars. Internationally, one of the most popular MMOGs is World of Warcraft. In the first few months after its 2004 release, World of Warcraft gained a million subscribers (Au, 2008) Reflecting the commercialization of the Net during the 1990s, most MMOGs have game moderators and require subscriptions. In 2007, MMOGs generated more than $5 billion in revenue, and by 2008, there were an estimated 17 million active subscribers (Ducheneaut & Yee, 2008 ; http://www.mmogchart.com/charts/). Virtual economies have spilled over into the real economy, with entrepreneurs selling virtual currency earned in MMOGs to other players, using real currency for the exchange (Castronova, 2006) . In gold farm "sweat shops" (in Shanghai, China, and other locations), people have been paid around the clock to play a MMOG to accumulate virtual gold; gold farm owners sell the virtual gold through Web sites for real cash to Western payers short on game-playing time. In 2005 and 2006, the company running World of Warcraft took repeated actions to stop gold farming by suspending thousands of player accounts to protect the virtual economy (Hoyle, 2006; Jade, 2005) .
People join fantasy worlds for different reasons (Turkle, 1995) , including the following:
• Simple escape • A psychological adjunct to real life (e.g., picking a fight in a MUD or chat room as an escape valve for anxiety and anger) • Experimenting with real-life roles (e.g., parenting)
• Having experiences you can only imagine for yourself (e.g., pretending to be a rock star, a professional athlete, or the opposite gender)
Although the main activity in fantasy worlds may be slaying dragons or launching a military invasion of another galaxy, there are MUDs and MMOGs with a focus on creating and displaying an identity for the sole purpose of being sociable (e.g., presenting as a bear who is trying to kiss another online persona, such as an elf). MMOGs also exist where the focus is not only on sociability but also on giving players the experience of constructing and inhabiting virtual social worlds from scratch. Historically, LambdaMoo in the United States and Habitat in Japan were virtual worlds where players designed innovative legal systems and economies.
A fascinating example of this third type of MMOG is Second Life (SL), a 3-D virtual world entirely constructed (i.e. programmed) and "owned" by its residents. SL is a "Web 2.0" world, with all content user-generated. Created by Linden Labs in 2000 and opened to the public in 2003, the idea is that not only techno-geeks and artists but also regular folks are able to create and animate 3-D objects using the technological platform provided by SL. Avatars can "hear" typed chat of other residents within a virtual 30-meter radius around the avatar, which facilitates meeting new friends and developing networks (Boellstorff, 2008) .
SL members build multiple worlds, from forest glens and islands to cities and college campuses. SL has skyrocketed in popularity, with the Web site (http://secondlife.com) reporting more than 1 million participants from around the globe in the fall of 2006. Participating in events is one of the main ways participants interact. When I logged on to SL on a Sunday night in May 2010, the featured event was "Runaround Sue's '50s & '60s Sock Hop-Throw on your leather jacket and poodle skirt and dance to the timeless classics of yesteryear . . ." (http:// secondlife.com/destinations/events). That night, SL also listed 62 "role-playing communities": 11 fantasy, 8 goth/vampire, 11 historical, 6 pirate/nautical, 9 sci-fi, 4 steampunk, and 13 urban/noir. Joining with a first basic account is free; new arrivals are given a standard avatar design of jeans and T-shirt and $L250 (the SL currency). Socioeconomic stratification emerges from the fee structure: If you want to build a structure, own land, or dress your avatar in different attire, you pay a fee.
Linden Labs and SL are key players in the new field of digital media and learning. On October 19, 2006, the MacArthur Foundation held a press conference to announce digital media and learning grants, and two audiences participated-one in the real-life Museum of Natural History in New York City, and the other in the virtual amphitheater of SL's New Media Consortium (NMC) virtual campus. After announcing a 5-year, $50 million initiative for research on how digital media affect young people's lives, the foundation took questions from both the real-life audience and SL avatars from around the world, who could be seen and heard from a large screen behind the podium.
Education in the future may take place increasingly on virtual campuses like SL's NMC. Imagine members of a science club in St. Paul, Minnesota, holding a competition with members from a sister club in Bangalore, India, to see who can design the best wearable computer in 3 hours, where the competition is performed "on site" and then judged by professor-avatars.
Chat Rooms
Chat rooms are interactive services that can support both discussion groups and fantasy worlds. I discuss chat rooms in the section on fantasy worlds because of what they have in common with MMOGs: People can experiment with alternate identities in real time. Moreover, some chat rooms are two-dimensional, where participants create avatars and move them around to interact. However, most chat rooms are text-based, using Internet Relay Chat (IRC), a popular service offering multi-user chat rooms. Chat rooms allow people to communicate in real time about any subject. On IRC, anyone can review the list of rooms currently open, join one of these, or choose to open his or her own. A room creator selects a topic name and indicates whether the room is public or restricted to people identified by the operator. Commercial companies also offer chat services. Users join IRC rooms by entering a nickname, and people typically choose names that disguise their identity (e.g., a woman chooses "wildman" or people choose animal names). Because of this feature, chat rooms are very popular for carrying on Tinysex (also known as netsex and cybersex), that is, text-based erotic encounters among two, three, or many people. In CyWorld of South Korea, the Web-based chat rooms have transformed a social networking site into a simulated space, and an astonishing 90% of all South Koreans under age 30 have a CyWorld account (Au, 2008) .
Unlike MUDs and MMOGs, most chat room communication does not occur in the context of a collectively experienced virtual background, such as cities, mansions, or enchanted forests. Whereas most MUDs and MMOGs are organized around fantasy identities, no one can know whether identities presented in chat rooms are real or fictional. In the early years of chat rooms, many participants assumed that when you entered the private talk mode, people were exchanging real information about themselves. In the mid-1980s, however, aficionados of CompuServe's CB chat service were outraged to discover that a prominent New York psychiatrist in his early 50s had been carrying on intimate friendships with many women using the false persona of Joan, a neuropsychologist in her late 20s who was mute and confined to a wheelchair. This betrayal was one of the first such scandals to shake up cyberculture. One woman described his deceit as "mind rape" (Van Gelder, 1996, p. 534) . Debates emerged about the ethical and legal status of hidden role-play and virtual rape.
Many participants feel that role-play in real time gives a special intensity to social experiences in fantasy worlds, whether a MUD, MMOG, or chat room. Of course, people may also join discussion groups using a false identity; this can be accomplished by using a pseudonym to log on remotely via one of the anonymous servers throughout the world (Shade, 1996) . However, such behavior is highly discouraged in many discussion groups, and protocols are now available to prevent anonymous participation in Web-based discussion groups. For this reason, I categorize discussion groups and fantasy worlds as separate types of electronic gatherings.
Civic Networks and Net Activism
Civic networks are electronic gatherings for promoting citizen participation in the activities of governance (Schuler, 1996) , such as registering voters, recruiting participants for a citywide cleanup campaign, or promoting a regional environmental conference. Net activism using computer-mediated communication to mobilize people for civic activities and political protest was envisioned as a central purpose of the Net by many of the early programmers. They designed computer networking systems to support the development of communities oriented to social justice and democracy. It was hoped that networked computers would offer "a rich array of options to alternative political movements and grass-roots groups concerned with labor, ecology, feminism, peace, civil rights, [and] homelessness" (Downing, 1989, p. 154) .
I've noticed two basic types of civic networks: those linked to place (especially local governments) and those focused on sociopolitical issues not specific to a locale. Perhaps the most common example of the first type of civic network is the municipal Web site, which, in addition to information, also typically offers discussion groups, e-mail systems, and perhaps blogs. Two of the early adopters of online civic networking were the Public Electronic Network in Santa Monica and the Seattle Community Network. Residents can log on to these networks to chat and to learn about garage sales, local political issues, and community events. Another long-standing civic net is the Blacksburg Electronic Village (BEV). Home of Virginia Tech University, Blacksburg launched its electronic village in 1993, and it continues to provide a Virtual Town Hall offering town council minutes, rosters of volunteer opportunities, and information on how to get city services. As announced on www.bev.net, BEV also hosts Web pages for more than 150 civic nonprofit groups, with basic service available for no cost and enhanced Web services available for modest annual fees. This is a key function of civic networks-affordable access to the Net for individuals and nonprofit organizations.
One of the oldest examples of the issue-focused type of civic network is the Institute for Global Communications (IGC), formed in 1987 (Schuler, 1996) . With subscribers in more than 70 countries, IGC (www.igc.org) supports PeaceNet, EcoNet, WomensNet, and AntiRacismNet. A more recent issue-focused civic network is SourceWatch.org, a wiki sponsored by the Center for Media and Democracy that produces collaborative cataloguing of the activities of public relations firms, activist groups, and government agencies. For example, SourceWatch documents deceptive public relations campaigns during elections.
In addition to routine civic activities, the Net is also a medium for organizing episodes of protest, ongoing social movement activities, and even antigovernment activities. For example, students at Taiwanese universities who had Usenet access and telephone links to relatives in China formed a network of correspondents during the 1989 Tiananmen Square pro-democracy movement, forwarding the latest information from Peking to the rest of the world (Rheingold, 1993) . Ten years later, organizers of the 1999 protest in Seattle against the World Trade Organization used the Net to mobilize activists. Mobilizing people for political activism can be done with very different goals in mind. For example, extreme right-wing groups such as Hammerskin Nation and Stormfront have Web pages on the Net offering discussion groups. Extremist groups may also have private computer networks for recruiting and organizing members.
In the 2004 U.S. presidential election, two relative newcomers to the Net activism scene were MoveOn.org and Meetup.com, both of which proved important in assisting campaign field operatives to organize themselves and mobilize volunteers, including many young adults. (Meetup.com has also been described as a social networking site.) Involvement in these virtual networks may have stimulated voter turnout; the rate among young people ages 18-24 jumped 11 percentage points between the 2000 and 2004 elections (Lopez, Kirby, & Sagoff, 2005) . Both Dr. Ron Paul's and President Barack Obama's 2008 presidential campaigns leveraged the Net in innovative ways. For example, visitors to Paul's Web site could link to sites such as Meetup, Digg, Twitter, and SMS to communicate with current and potential supporters. The Obama "net-roots" campaign used wikis to train and coordinate precinct captains, and developed YouTube videos and bulk messaging (both e-mail lists and text messaging software) to keep in touch with supporters, organize events, and raise funds, including viral e-mail campaigns to counter disinformation in the media (Gronbeck, 2009; Stirland, 2008) .
Net activism internationally is also harnessing cell phone technology, both formally organized by groups and informally emergent clusters of texting. For example, MobileActive is an organization that uses mobile technology for social change by providing assistance to activists around the globe in establishing texting systems as a support infrastructure for a range of projects, from advocacy for civil rights and democratic participation to health, disaster relief, and environmental protection activities. An example of emergent activism is the widespread use of texting in Iran. In 2008, Iranians were exchanging about 20 million text messages each day, not only to send alerts, but to share information, political criticism, and humor (Ramey, 2008) ; this widespread practice facilitated the collective use of messaging to communicate during the uprisings after their contested 2009 presidential election. Both the Iranian insurgence and the 2008 U.S. presidential campaign provide evidence that "text messaging, cell phone images, Facebook, Twitter, YouTube, and the Internet have given rise to a reservoir of political energy that posits a new relationship between the new media technologies, politics and public" (Giroux, 2009) .
Finally, an example of "ubicomp" (ubiquitous computing) by Net activists was the 2006 Debt Hits Hard campaign against pending federal reduction in student aid: The virtual network Campus Progress asked people to text message the word "Debt" to a short code of five digits; the reply was a request for the respondent's e-mail address and zip code. When this information was received by the campaign, the respondent received an e-mail with information on how to contact congressional representatives in that zip code. In addition, the Debt Hits Hard campaign Web page offers three short videos dramatizing the problem that could be accessed on YouTube.com.
The astonishing growth of the Net in the past 40 years has been encouraged, in part, by the decision of North American and European governments to make the Internet an open system (unlike the closed-network systems in many private corporations, which define their technical specifications as private property not to be disclosed). Thus, from the 1960s to the 1980s, when scientists developed new software programs, they uploaded their creations onto the Internet, making them publicly available to the few hundred computers that were linked at the time.
Sharing software (shareware) not only increased the speed of invention and development but also became an important feature of the emerging Net culture, a feature receiving considerable attention in both the social scientific and popular literatures. In a society dominated by an ethos of individualism, analysts are endlessly fascinated by why people online are so helpful to strangers. Keller (1995) stated, "The question of what has promoted the cooperative nature of the Internet is an important one for planners and policy-makers. . . . [T] here may be a potential model for community development or organizational design" (p. 41). This early, and some would say utopian, view of the Net is challenged by many analysts who instead argue that the way people are using the Net undermines community and thus democracy. For example, Sunstein (2009) argues that it is important that citizens of a diverse nation have common experiences, and the power offered by the Net to filter what media content we consume will make it harder for people to understand others with different views and experiences, leading to social fragmentation. In contrast, their research on player participation in World of Warcraft guilds led Ducheneaut and Yee (2008) to conclude that idealized social networks are based on tight links, closest in spirit to the bonds seen in a family or kinship group. There is a tendency to associate "social" environments with such characteristics and dismiss anything less as "asocial" or "failed" social spaces. But this mythical conception has not kept pace with the changes introduced by technology in the past decade. The ubiquity of electronic communication means (from IM to cell phones, or even IM on cell phones) has enabled an entire generation of users to pay "continuous partial attention" (Friedman, 2001 ) to a larger and looser social circle than was previously possible. (p. 97) Given conflicting research findings and opposing views on the extent to which the Net is a source of community or the end of community, we now turn to Durkheim's ideas on solidarity in society for an analytical framework that can help us think about the communal character of the Net.
Electronic Gatherings as Durkheimian Societies What Is a Society for Durkheim?
When we ask someone with an accent what society he or she comes from, the person might say, "China," "Argentina," or "Here, the United States." In everyday language, we tend to use the word society to refer to nations. However, Durkheim means something different by the concept of society. He uses the term to refer to any form of ongoing and patterned interactions in groups: "Every aggregate of individuals who are in continuous contact form a society" (Durkheim, 1893 (Durkheim, /1933 .
Why is regular and continuous contact the crucial ingredient defining a society? Through interacting with others and forming patterns of regular social relationships, we are reminded again and again that there is some purpose to life larger than just our individual self-interests. This larger purpose is society or life in groups. The more we interact with others, the greater emotional arousal we have and the greater draw we feel to group life. Durkheim says that our recurrent social relationships with others remind us about the collective interests of the groups in which we live, group goals, and shared ways of acting to reach these goals. This is a challenge, however, because Durkheim (1957) assumes that our basic animal nature is forever in a struggle against the collective interests of the group in which we live:
The interests of the individual are not those of the group he belongs to and, indeed, there is often a real antagonism between one and the other. . . . [T] here should be . . . a code of rules that lays down for the individual what he should do so as not to damage collective interests and so as not to disorganize the society of which he forms a part. (p. 14)
Durkheim has a very concrete concept of society. It refers to the groups in which we live our lives and also to larger collectivities such as nations. We cannot interact directly with the United States. Instead, we interact "only with its concrete manifestations, its groups, communities, and associations" (Nisbett, 1974, p. 201) . For this reason, society and group will be used interchangeably in this chapter.
What Is Social Solidarity?
Having defined the concept of society, Durkheim turns to his central question, which is one of the great questions of sociology: How are societies created and sustained over time? In other words, where does social order come from? Durkheim uses the term social solidarity instead of social order, and by solidarity, he means a state of unity, cohesion, or social harmony that exists when members of a group or society at large share the same moral rules and practices. For social solidarity to exist, all the parts (individuals, groups, or institutions) somehow must be "glued together." Durkheim wants to discover what it is that glues together the parts of society into a cohesive, solidaristic whole.
Social solidarity is not an abstract essence. It takes different forms in different historical periods and varies in strength from group to group in the same society. "It [social solidarity] is not the same in the family and in political societies; we are not attached to our country in the same fashion as the Roman was to his city or the German to his tribe" (Durkheim, 1893 (Durkheim, /1933 . Only through empirical research can we discover the nature and strength of social solidarity in any group or society at large.
Because the United States is a society that celebrates individualism, many of us would approach Durkheim's question about the sources of social solidarity from the viewpoint of the individual. We would ask, why and how do individuals choose to get involved in group life in all its different forms-from marriages, neighborhoods, and networks of friends and coworkers to municipal or state voluntary associations, national political parties, and international religious organizations?
Durkheim establishes a different approach. Instead of asking how individuals choose different forms of social interaction and group life, he frames the question from the opposite point of view. He asks, how do societies create and sustain social solidarity by attracting people to the pleasures of group life and by controlling them to conform with societal ways of acting, thinking, and feeling?
Durkheim does not start from the viewpoint that individual choices create and sustain society. Rather, society "creates" people. Societal "ways of acting, thinking, and feeling . . . are not only external to the individual, but are, moreover, endowed with coercive power, by virtue of which they impose themselves upon him, independent of his individual will" (Durkheim, 1895 (Durkheim, /1938 . He points out the following two ways in which society exists prior to the individual (Giddens, 1971, pp. 65-71; Lukes, 1973, pp. 19-22): 1. We are all born into preexisting societies. To get along with others in their daily lives, individuals must learn how to consistently act, think, and feel in ways that support societal values (desired ideal states and goals for what "ought" to be) and norms (guidelines for how to behave that help them realize values and attain these social goals).
2. At any one moment in time, a society's ways of acting, thinking, and feeling exist independently of any one person. A pattern of behavior that expresses values and norms will continue if some or even many members of a society are ignorant about how to act or are rebelling by purposely acting in a deviant way.
For example, if a society or group shares the value that democracy is the best form of government, plus the norm that voting is a very important means of upholding democracy, the fact that many people do not vote does not erase the existence of this value and norm. It means instead that the people have been weakly socialized into this behavioral pattern. (If everyone ceases to vote over a long period of time, however, the norm can disappear from lack of use, and the value of democracy can be threatened if other norms do not support it adequately.)
The process of learning how to act, think, and feel in ways that support the shared rules and practices of a group or society at large is called socialization. Socialization will not happen unless individuals come into regular contact with others. Ongoing interaction with other group members helps individuals learn and remember the moral rules of their societies.
We can learn what "glues together" societies by analyzing socialization. There are two levels of socialization, which Durkheim calls "regulation" and "integration" (Lehmann, 1993) . Socialization is a lifelong process, not just something that children must undergo. Regulation refers to the institutional level of socialization: Society controls our animal appetites by giving us a sense of duty and clear guidance about what goals to seek and the proper means to follow in seeking our goals.
Individuals experience regulation as knowing their duties to the group and having feelings of obligation. This guidance provided by society takes a variety of forms, from the informal constraints of public opinion to formally institutionalized rules such as laws. The more numerous and more effective that rules are in constraining individual behavior, the more regulated is a society.
Different institutions in modern societies regulate individuals through one or more of the following mechanisms: (a) defining moral rules, (b) communicating and clarifying them, and (c) enforcing them. Legislatures and parliaments define new laws. Governmental agencies must communicate, clarify, and enforce rules. Families also instill sentiments of duty and obligation to parental authority and that of other relatives by defining, communicating, and enforcing rules of conduct. All societal institutions are involved in regulation in some way. Durkheim is especially interested in how educational institutions can reinforce democracy by teaching civic morals to children.
Integration refers to the level of socialization that occurs in the everyday life experience of interacting in groups. All societies offer individuals opportunities for collective activity. The more regular these opportunities for group activity and the more intense the experiences of acting together in a group, the more integrated and thus solidaristic is the group. Collective activity reinforces over and over again strong social ties, shared beliefs, values and norms, and shared emotions that let members feel duty and attachment to the group.
Unlike many sociological theorists, Durkheim pays attention to the importance of emotions in human life. Knowing your duty and having respect for authority are not enough for social solidarity. Individuals must also desire regular participation in groups, so they must feel that collective life is pleasurable and that it provides a sense of goodness and reward (Durkheim, 1893 (Durkheim, /1933 When individuals who are found to have common interests associate, it is not only to defend these interests, it is . . . to have the pleasure of communing, to make one out of many, which is to say, finally, to lead the same moral life together. (p. 15) Hence, Durkheim emphasizes the importance of being regularly moved by feelings of excitement and warmth just from the sheer energy generated by doing things with other people. Durkheim (1912 Durkheim ( /1995 uses phrases such as "rush of energy" (p. 213) to describe the pleasurable feelings that keep us coming back for more connections to group life. He emphasizes that only at the level of everyday group life can society generate a feeling of "warmth which animates its members, making them intensely human, destroying their egotisms" (Durkheim, 1893 (Durkheim, /1933 . Integration cannot happen if groups are not "close" enough to individuals to awaken strong feelings and "drag them" like a magnet into social life.
For example, Durkheim is critical of societies that have strong national governments without also having a well-developed sector of secondary associations, such as interest groups and voluntary associations. Durkheim fears that a strong state that is not counterbalanced by a strong civil society of voluntary associations could result in unstable government or even dictatorship (Durkheim, 1893 (Durkheim, /1933 Vital and solidaristic group life is especially enhanced by participation in rituals. Rituals are a special type of collective activity in which people meet face-to-face to carry out nonpractical actions for symbolic ends (Collins, 1994, p. 206) . During moments of ritual, we experience thoughts and feelings that remind us of the moral power of society. Durkheim (1912 Durkheim ( /1995 says we actually feel this power as a type of pressure-we "feel the weight" (p. 214) of "something in us that is other than ourselves" (p. 213). For example, we use the common phrase "carrying the weight of the world on her shoulders" to describe this moral power of society from the viewpoint of someone who has too many duties or has an overdeveloped sense of obligations to others.
Although we often think of rituals as religious, Durkheim argues that social rituals are moments of great emotional intensity that are crucial to all types of nonreligious integration of societies. Rituals make it possible to control and attach individuals to groups even when people are not in each other's presence. During the moments of jointly repeating common gestures, ideas and emotions circulate among group members like a kind of mental current flowing through everyone; this current attaches special "moral charges" to these ideas and feelings (Collins, 1994) . This current (which we can experience as goose bumps, hair rising on the back of our neck, or a full and aching heart) helps focus individual attention intensely on others and on the life of the group.
Normal Versus Pathological States of Integration and Regulation
What happens when regulation and integration are weak or missing in group life? All societies have different levels of integration and regulation, and they can change with time. Therefore, Durkheim provides another set of concepts for analyzing societies: The absence of integration is egoism, and the absence of regulation is anomie. 
Durkheim's Typology of Normal Versus Pathological States of Social Groups
Source: Durkheim (1897 Durkheim ( /1951 .
Note: Each of the four pathological states refers to the quality of the individual connection to society. For Durkheim, societies can change states from normal to pathological and back to normal, depending on the conditions that exist in a given historical period.
integration or regulation creates "pathological" states. (However, Durkheim fails to adequately address the question of what constitutes "normal" levels of solidarity.) Egoism and one of its consequences, egoistic suicide, emerge when the group's collective activities (meetings, ceremonies, projects, etc.) have declined in number and intensity to the point where individual members are isolated from the "stimulating action of society" that gives them a "rush of energy" (Durkheim, 1912 (Durkheim, /1995 .
In conditions of isolation, our attachment to social ties and our obligations to others wither away; we can become excessively individualistic and withdraw from group life. This is why later in his life, Durkheim (1912 Durkheim ( /1995 decided that rituals are fundamental to group integration-the very acts of jointly repeating gestures such as prayers, chants, songs, and dances strongly charge participants' moral batteries because "a sort of electricity is generated from their closeness" (p. 217).
Anomie develops when society fails to instill in its members a sufficient spirit of discipline that regulates our animal appetites. Anomie is a state of normlessness (Lukes, 1973) . Durkheim talks of two main sources of anomie: (a) experience of a crisis and (b) the lack of regulation in capitalist economies. First, in crisis situations, the values and norms that used to make sense no longer have meaning because the conditions of life have drastically changed. For example, suicide rates often increase after severe economic shocks such as massive depressions, when people lose the material security they have worked their entire lives to acquire.
Second, the lack of regulation of capitalist economies produces chronic anomie. For Durkheim, the "free market" of late-19th-century capitalism follows only one rule: the endless pursuit of self-interest. Anarchy is the inevitable result, which leads to a chronic state of normlessness or anomie. There are no shared beliefs in who has what rights and duties relative to whom. Instead, there is constant pressure to consume ever-greater quantities of goods to "keep up with the Joneses" and feed insatiable appetites for material well-being. Moreover, there is ruthless competition replete with industrial monopolies, constant bankruptcies, pressures to fire workers and reduce their wages, and consequent pressures for workers to engage in strikes or even industrial sabotage. Constant conflict and anarchy prevail.
For Durkheim, the "ever-recurring conflicts" symptomatic of chronic anomie are a sign of sickness and lack of moral development that will hold back civilization. To redress this sad state of affairs, the capitalist economy should be regulated in two ways: (a) by the development of state regulations (e.g., those set out by the U.S. Food and Drug Administration and the Securities and Exchange Commission) and (b) through the development of intermediary associations in which citizens define systems of rights, duties, and professional ethics that are appropriate to their spheres of economic activity (e.g., the American Bar Association and arbitration councils for labor-management disputes).
We are now ready to examine evidence on the Net to assess whether regulation and integration have emerged in electronic gatherings. Are any solidaristic Durkheimian societies forming, or are regulation and integration absent in electronic gatherings, thus making the Net a new and powerful source of anomie and egoism?
Do Electronic Gatherings Have Any Characteristics of Durkheimian Societies?
The popular and speculative ideas in the 1990s about the impact of the Net on individual and group life have been undermined by recent research showing that the Internet has neither generated utopian liberation nor destroyed local communities. Rather, the Net has become more integrated into social life for many, and virtual realities are more taken-for-granted. For most people in North America, time on the Net replaces time spent watching television; and online communications do not crowd out face-to-face contact. Instead, the total volume of social contact has increased (Wellman, 2004) . A 2006 survey found the following:
Our evidence calls into question fears that social relationships and community are fading away in America. Instead of disappearing, people's communities are transforming: The traditional human orientation to neighborhood-and villagebased groups is moving towards communities that are oriented around geographically dispersed social networks. People communicate and maneuver in these networks rather than being bound up in one solitary community. Yet people's networks continue to have substantial numbers of relatives and neighbors-the traditional bases of community as well as friends and workmates. (Rainie, Horrigan, Wellman, & Boase, 2006) Much recent scholarly research focuses on whether and how use of the Net affects integration into offline communities (Matei & Ball-Rokeach, 2003; Wellman & Haythornthwait, 2002) . The focus in this section is different: Do the particular qualities of electronic gatherings, which are widely described in the literature as "rich in social information, prominent personalities, valued relationships, and behavioral norms" (Baym, 1995, p. 141) , contribute to solidarity in Durkheim's sense? Have electronic gatherings generated continuous interaction among a regular core of people such that there is evidence of regulation and integration? Research indicates that varying degrees of regulation and integration have developed in many electronic gatherings (Cavanagh, 2009; Ducheneaut & Yee, 2008; Watanabe, 2007; Wellman et al., 2003) . I now discuss mechanisms of regulation, followed by integration.
Mechanisms of Regulation in Electronic Gatherings
As mentioned previously, there are three mechanisms of regulation on the Net: (a) defining rules of conduct, (b) communicating and clarifying rules of conduct, and (c) enforcing rules of conduct. Each of these is discussed in the following sections.
Mechanism 1: Defining Rules of Conduct
There are several layers of norms (moral rules) for Net conduct. One type of rule is called Network Etiquette or "netiquette." One of the original netiquette inventories describing appropriate online behavior was presented in a 1995 memo (http://tools.ietf.org/html/rfc1855) by the Internet Engineering Task Force (IETF), an international standards-setting group for the Net. Many items may seem quaint, but a number of them are also taken for granted today, such as "Use mixed case. UPPER CASE LOOKS AS IF YOU'RE SHOUTING."
Other types of precise behavioral norms are widely used on the Net to compensate for the lack of physical and emotional context online. Emoticons (CONventions for expressing EMOTIons) are icons or pictorial expressions to represent emotions in textual communication. For example, when read sideways, :-) is a smile, and ;-) is a winking face that can indicate sarcasm or humor. Members of electronic gatherings often compile lists of emoticons that are easily available to new users on a Web site who are seeking to learn group norms of communication. Abbreviations used as shorthand for texting and tweeting have also emerged as shared practices in recent years. Netlingo.com is one of many sites that presents the most popular text and chat acronyms, including BRB (be right back), J/K (just kidding), IRL (in real life), and FWIW (for what it's worth).
There are also rules of conduct that point to specific behaviors as appropriate or inappropriate. Some of these rules have sanctions attached to them, such as blocking log-on access, which can be applied by system administrators, chanops (channel operators), sysops (system operators), or discussion group moderators. Many rules, of course, have no sanctions for breaking them except verbal reprimands. Those with sanctions usually are communicated in a written form that newcomers encounter upon joining. For example, Omidyar.net has a link to its page called "Help: Etiquette," where the following rules are seen:
• Use your real name in your profile.
• Don't start the same discussion in multiple groups.
• An occasional "me too" or "I agree" comment is OK, but don't become known for your proclivity for "me too" posts.
• Outright business pitches are OK if in context and in the appropriate areas.
Hint: don't make your first post a pitch.
• Stay on topic! If you have an off-topic, but burning, issue that comes up during a discussion, start a new discussion topic about that burning issue in the appropriate group. Then, invite others to join the new discussion by posting an invite in the original discussion. (www.omidyar.net/group/help/ws/ Etiquette/)
The Web site UseModWiki (www.usemod.com) provides free wiki server software and guidance for development of a wiki. One link on the site sends you to the Principles of SoftSecurity for Wikis, which include the following:
• Assume Good Faith. People are almost always trying to be helpful; so, we apply the Principle of First Trust, confident that occasional bad will be overwhelmed by the good.
• Peer Review. Your peers can ensure that you don't damage the system.
• Forgive and Forget. Even well-intentioned people make mistakes. They don't need to be permanent.
• Limit Damage. When unpreventable mistakes are made, keep the damage within tolerable limits.
• Non Violence. Do no violence lest violence seek you. (www.usemod.com) Typically, broader behavioral norms like UseModWiki examples are presented to visitors/users of a Web site as Terms and Conditions, and/or a Privacy Policy, or sometimes through the "About Us" page on the site. For Web sites where people establish accounts to participate-from MMOGs and community blogs to political news aggregators (such as realclearpolitics.com, a news source seeking to present a range of views)-a site's Terms and Conditions often set forth minimum age requirements, participant responsibilities, and the conditions under which a participant may be banned from the site. For example, the site Technorati.com, a major search engine for blogs, places two statements above the text box where people enter and upload their comments on an article or blog post: "Add Your Comment, Speak Your Mind" and "Personal attacks are NOT allowed." Below is a hot link to the Comments Policy, which provides an explicit regulatory framework, including the following:
Please think of the comments as a conversation between individuals and interact with civility. We will edit/delete spam comments, duplicate comments, unsupported accusations, personal attacks of any kind, and terms offensive to groups when used in a pejorative manner. In addition, we reserve the right to edit/delete comments that are some combination of pointlessly vulgar, vile, cruel, without redeeming qualities, and an embarrassment to the site. (http:// technorati.com/technorati-comments-policy/) Thus, group moderators or fantasy world system operators usually establish the netiquette and broader behavioral norms for their Web sites, often in collaboration with active participants. As in real life, some norms for Net conduct are vague and diffuse, and others are crystallized more precisely. Diffuse rules typically are modeled by the moderator, group organizers, and core group members, whereas crystallized rules often take the form of written guidelines.
Mechanism 2: Communicating and Clarifying Rules of Conduct
For many Net veterans, there is a libertarian orientation to the notion of rules of conduct: People believe there should not be any overarching moral framework that covers the Net. Instead, electronic gatherings should be self-policing. In Durkheim's terms, regulation should exist at the level of the individual discussion group, MMOG, or civic network and not at any higher level in the system. For example, discussion groups often post frequently asked questions (FAQs) to socialize newcomers to the community standards that have evolved. FAQs are often edited by a volunteer on non-commercial sites, and newcomers can read them to get a sense of the Net group culture and activities and learn about more practical matters such as common problems newcomers have in using system commands. Often, FAQs are updated regularly, thus communicating any evolution of the normative framework for a Web site or online virtual world.
Acrimonious debate is another form of communicating to participants that norms have been violated or that they need to be changed. For example, members of discussion groups in the Whole Earth 'Lectronic Link (WELL) understand that there is a diffuse rule of "what you post you have a right to scribble." Scribbling (erasing) all your contributions from the community archives is rarely done, however, because it can destroy the threads of conversation. Rheingold (1993) describes an occasion when a core member scribbled his texts, and there were weeks of debate about whether the norm should change to keep any one individual from destroying a collective product. This is a classic conflict between individual rights and group rights, the very stuff of Durkheimian solidarity.
Mechanism 3: Enforcing Rules of Conduct
What authorities exist on the Net to enforce rules? In real life, the authority to enforce rules is vested in organizations such as courts (criminal and civil law) and administrative agencies (regulatory law), such as the Environmental Protection Agency. Although electronic gatherings have developed internal rules for governance, to date there is no organized central authority for Net governance that is analogous to the federal judicial system of a country.
For example, Usenet used to have a type of limited ruling council that was called the "backbone cabal" (Jones, 1995; Kling, 1996; Shields, 1996) . Members of the cabal were the system administrators of sites that carried most of the traffic for Usenet and also absorbed the costs (e.g., AT&T, Apple, Digital, and Bell Labs). This changed when Usenet began using the Internet as well as the UUCP net to pass along news, and system administrators from the original set of organizations no longer had control.
"Trolls" who lurk and then "flame" (express strong, hostile emotions) can destroy an online discussion group. This tendency, combined with the prevalence of hackers in the past 20 years whose programs invade sites on the Net and wreak havoc or destroy code and content, have resulted in more extensive use of code (protocols) to control and exclude. The UseMod Web site (www.usemod.com) exemplifies how code can be used to enforce rules when peer pressure and community expectations do not work; security controls include password systems that do not accept anonymous log-ons, gated communities where only the invited have access, hierarchies of access to different parts of a site, audit trails (record tracking of who did what), and exiling visitors who violate behavioral norms.
It is remarkable that the Internet, as the largest of the Net's linked network systems, is neither owned nor managed by any one central authority or administrative hierarchy. Instead, segments of the infrastructure are owned and managed by a variety of firms, governmental units, and universities. Private firms (e.g., AOL) sell gateways to the Net, but they can enforce rules only for their customers.
By the late 1980s, the Internet had surpassed the U.S. government's ability to manage it, and in 1987, the first private-sector contracts were awarded to Merit Network, IBM, and MCI to upgrade and manage the central network (backbone). This first step at privatization has been very unpopular with many Internet veterans. Because the research that created the technologies supporting the Internet had been funded by U.S. tax dollars, policies defining "acceptable use" of the network once excluded commercial activity. It was not until 1990 that any commercial networks were linked to the Internet. Privatization continued throughout the 1990s, such as the 1993 award of an additional $12 million of contracts for Internet management to private-sector firms, including the giant AT&T. For many Net veterans, this has raised the specter of higher prices and thus increased inequality in access to Internet services (Branscomb, 1995) . However, Goldsmith and Wu (2006) argue that laws of nations can still exert control over the Net.
Current political battles over the Net include application of "digital rights management" to software used in Net applications (which would undermine innovative modifications of programs through collaborative programming), and the critical issue of "net neutrality," a political struggle involving corporate control over bandwidth. For example, will corporate lobbying and lawsuits prevent other cities from taking Philadelphia's approach of offering Net services using Wi-Fi for modest access fees?
The Search for Integration in Electronic Gatherings
This section presents evidence on Net experiments in creating social integration. Although many observers see life online as a solitary activity in which individuals sit alone in front of computers, for many folks, meeting in cyberspace has generated a strong sense of emotional attachment to electronic groups. According to Durkheim, emotional attachment to a society comes from and is best sustained by high levels of collective activity, which reinforce members' social ties and their sense of shared worldviews and shared commitments to each other. That is, integration depends on the level and quality of group activity.
Just as in real life, the experience of powerful community can wax and wane. Perhaps it is because of this challenge of creating and sustaining the feeling of community that anecdotal studies of Net life reveal a fascinating feature. Many people desire a sense of strong attachment to their electronic gatherings. This desire for integration is manifested in the following ways:
• Participants in electronic gatherings try to ground physically their online relationships by creating a sense of embodiment in cyberspace. People construct and interact with reference to images of physical spaces and bodies in their shared virtual spaces.
• Group members may agree to take their relationships "offline" and meet socially in real life.
One study found that "members of electronic virtual communities act as if the community met in a physical public space" (Stone, 1991, p. 104) . For example, members refer to the discussion group as a physical public space when saying (typing) remarks such as "This is a convenient place to meet." Net users also create descriptions-some quite elaborate-of the physical place in which they are meeting. You can hang out at Larry's Bar on The Sierra Net or Roger's Bar on Big Sky Telegraph (Sproull & Faraj, 1995) . Finally, members often invest considerable energy developing descriptions of their bodies or the bodies of their online personae.
It appears that cyberspace is more real when participants are embodied. Several researchers of the Second Life fantasy world have found that people who are physically disabled in real life are active participants in virtual life, finding that SL broadens their social networks (Au, 2008; Boellstorff, 2008) .
The second manifestation of desire for feelings of attachment is taking Net relationships offline. In 2006, some participants in Second Life organized a Second Life Community Convention in San Francisco, and the annual event continues today. Another well-known example in Net lore is the WELL. The WELL was created in 1985 as one of the first commercial computer-conferencing networks and still exists today at www.thewell.org. The founders envisioned the WELL as a prototype for regionally based electronic communities (Figallo, 1995) .
At first, most WELL members lived in the San Francisco Bay Area because access was available only by direct-dial modem, which was much cheaper for local callers. Consequently, many members thought of the WELL as an online community with a geographical base. However, in 1986, the WELL organization began holding monthly face-to-face gatherings open to anyone, not just WELL users. WELL members also have initiated real-life contact among participants through an annual summer picnic and annual December Pickle Family Circus benefit and potluck in the Bay Area (Rheingold, 1993) . The WELL offers an example in which the Net is only one of several "places" in which the same networks of people may interact.
During a public, real-life meeting of people interested in the National Capital Freenet in Ottawa, facilitator David Sutherland announced, "We will hold a meeting the first Tuesday of every month, so we can keep in contact with each other." When asked afterward whether he meant a physical meeting, he replied, "People seem to come out for face-to-face things, though we shouldn't need them, given the media" (Argyle & Shields, 1996, p. 68) . Meetup.com has taken this model of blending online mobilizing with offline meetings to promote community activism.
Research to date suggests that many instances of Net sociability do not reflect emotional attachments and long-lasting social ties. Will looser forms of sociability common in Net interactions (e.g., "hanging out" in MMOGs, Facebook, or chat rooms) be able to create and sustain Durkheimian integration? An intriguing example where some participants appear to be socialized into community standards through interactions with others is Halavais's (2009) study of commenting patterns on digg.com. The Digg platform includes a ranking and filtering system that provides a regular flow of feedback to people who post site links and comments on Digg. All site links on Digg are user-submitted; participants select links to sites of interest; review content of choice on the site; and can choose to "Digg it," "Bury it," and/or write a comment about the site. At the time of Halavais's data collection in July 2008, Digg had about 2.8 million registered users; he analyzed almost 200,000 comments by 6,468 users (whom he calls Diggers). He argues that "the filtering system that makes Digg so successful as a destination also enforces a process that trains users to behave in ways that conform to community standards and expectations" (p. 457).
Digg does not exemplify a more utopian view of community as social ties based on trust, commitment, and loyalty. However, Digg.com suggests how regulation and integration are two sides of the same coin of Durkheimian solidarity. To enact the Web site's goal of surfacing the best content on the Net as determined by participants, Digg has rules-a regulatory framework-about how participants define what is best. Some of these rules are hard-coded into the Web site application (i.e., the ranking and filtering system). People operate within this regulatory framework, and it is through their regular interactions (acts of linking, digging, and burying) that new Diggers are socialized and active Diggers are integrated.
Mechanisms of Integration in Electronic Gatherings
Having established that a desire for integration within electronic gatherings is often strong, I have identified three mechanisms that help generate and sustain high levels of collective activity: (a) celebrating rituals, (b) engaging in gift exchange, and (c) building what Durkheimian scholars Bellah, Madsen, Sullivan, Swidler, and Tipton (1985) call "communities of memory."
Mechanism 1: Celebrating Rituals
One longtime participant in the WELL remarked, "You aren't a real community until you have a funeral" (Rheingold, 1993, p. 37 ). Durkheim would agree that rituals help create and sustain moral community. Rituals produce two important outcomes: social ties and symbols. Durkheim's nephew, the anthropologist Marcel Mauss, who collaborated with his uncle for years, suggests that some symbolic objects can be so powerful that they can tie together people who "are far apart and . . . may never actually see each other face to face" (Collins, 1994, p. 232) . There is evidence that members of electronic gatherings draw on symbolic objects that are very powerful in our culture to create rituals that can bond people who never physically meet.
In electronic gatherings, several types of rituals are found, especially in fantasy worlds but also in discussion groups, such as rituals of mating (flirting, having Tinysex, dating, and marrying); rituals of death (online funerals); and rites of passage (creating status hierarchies through which members advance, often based on programming skill). Here, I present one example of mating rituals to represent the types of symbols created and the fanciful but realistic flavor of these occasions, which often seem to be taken quite seriously by participants. Although there are no data on how widespread Net rituals are, there are abundant descriptions of mating rituals. (The following descriptions are taken from Turkle, 1995, pp. 194-196.) For example, Stewart, a 23-year-old physics graduate student in the Boston area interviewed by Turkle (1995) , joined a MUD based in Germany, presenting himself as the persona Achilles. There, he met Winterlight and eventually asked her on a first date. Through text-based dialogue and place description, he simulated a romantic evening with various MUD commands, including picking her up in a limousine at the airport and taking her to dinner at an Italian restaurant (which exists in real life), where he described the menu to her and ordered. This first date led to a courtship and a formal engagement ceremony on the MUD.
The following is an excerpt from his speech at the community engagement ceremony (from his log of their online dialogue):
I have traveled far and wide across these lands. . . . I thank the people of Gargoyle for their support. . . . I searched far and near for a maiden of beauty with hair of sunshine gold and lips red as the rose. With intelligence to match her beauty. . . . Winterlight, will you marry me?
Winterlight gives Achilles a rose, and he gives her a thousand paper stars, two symbols that connote thoughts and feelings of love. The ceremony fills 12 singlespaced pages of text!
The wedding was more elaborate: Achilles created a "sacred clearing in cyberspace, a niche carved out of rock, with fifty seats intricately carved with animal motifs." The ceremony, which was conducted by the persona of a priest, Tarniwoof, included wedding vows that followed the traditional ritual format: "Do you promise to take Silver Shimmering Winterlight as your mudly wedded wife, in sickness and in health, through time-outs and updates, for richer or poorer, until linkdeath do you part?" During the wedding rites, Stewart was in the United States alone in his room, but across the Atlantic, 25 wedding guests traveled to a city in Germany from Sweden, Norway, Finland, The Netherlands, and other regions of Germany to be with Winterlight at a real-life celebration that coincided with the online ceremonies. Everyone dressed for a wedding and shared food and champagne.
Mechanism 2: Engaging in Gift Exchange
Electronic gatherings have developed practices that support the Net norms of building community together and advancing the pursuit of knowledge by sharing expertise. Users often talk of reciprocity or gift exchange: If you give something, you will receive something sometime in the future. The exchange is both self-interested and altruistic. Even if only a small proportion of Net group members respond regularly to requests for assistance and information, "a small number of small acts can sustain a large community because each act is seen by the entire community" (Sproull & Faraj, 1995, p. 75) .
I have noticed three common practices that support the norm of reciprocal exchange on the Net: helping strangers, sharing tools, and reciprocal blogrolling. Perhaps the Net practice most widely commented on is helping strangers (Wellman & Gulia, 1995) -for example, helping newcomers maneuver through different types of electronic environments and answering requests for information from strangers. Sharing tools means uploading programs you have written that others may find useful. Finally, blogrolling is including links to other blogs, and it is usually found on a sidebar of the front page of a blog. Helping a blogger whom you respect build readership by citing her blog on your home page is a form of gift exchange.
A fascinating example of gift exchange is the Massachusetts Institute of Technology Web site created by the MIT Media lab (http://scratch.mit.edu/). The goal of Scratch is to empower young people to create and share interactive stories, games, animations, and simulations by using the graphical programming language made available on the site. "Since its launch in 2007, the Scratch website has become a vibrant online community, with more than 400,000 registered members sharing, discussing, and remixing one another's projects" (MIT Media Lab, 2010) . For Scratch Day 2010 (an annual international event), the Web site listed online events at schools and community centers in a dozen U.S. states and more than 25 countries, including Russia, Nepal, Mexico, Bolivia, Israel, Iran, Japan, Vietnam, South Africa, Portugal, Sweden, Australia, China, Great Britain, Greece, Colombia, Italy, and Turkey.
In his research on Second Life, Boellstorff (2008) notes how often SL "residents" he interviewed were surprised by the level of virtual altruism. People were "struck by the willingness of persons not just to explain how to fly or build a house, but also to listen to personal problems-from frustrations with an actual-world job to troubles with an inworld lover." One resident reflected on the ubiquity of this ethic of generosity by stating that "I don't think the way SL works is exactly like RL. Most of the people I've met here are very considerate and helpful. In RL, often we're so overloaded with what we have to accomplish just to get to the end of the day that we aren't as generous" (p. 187).
Mechanism 3: Building "Communities of Memory"
Sociologists Bellah et al. (1985) take a Durkheimian perspective on requisites for solidaristic community. They emphasize that solidaristic groups have histories that are not forgotten. They have community traditions. That is, to sustain itself as a community, any society must organize ways to retell its story. An important part of retelling the story is adding to a repertoire of community exemplars-people and practices that have given the group a special flavor, examples of the "good and virtuous" member, stories of pain, suffering, threats the group has experienced and inflicted on others, and stories of achievements.
Some members of electronic gatherings are very conscious of the need for tradition. A WELL system administrator believes in the importance, for the quality of WELL life, of the "keeping of a historical record of its environs, its people, their works, and the relationships and organizations that define the direction of the collective entity" (Figallo, 1995, p. 55) . The WELL keeps a great deal of past discussion texts archived on tape and placed in the system on disks that users can access.
Many Net sites include statistics about their site in the FAQs, thus creating another form of community of memory. (FAQs thus fill both functions of regulation and integration.) FAQs present a Net group as a coherent society with traditions that newcomers should assimilate. Many Web pages have a tab called "History" or "About Us" that provides background on the group and also serves the practical purpose of keeping newcomers from asking the same questions and repeating discussion threads that have already occurred, thus avoiding social cleavages between newcomers and old-timers. As Durkheim would argue, in the process of jointly acting with others, ideas are created and practices become taken-for-granted about who "we" are, what we are doing, and why we are doing it-ingredients crucial to solidaristic societies.
Of course, practices that regulate and integrate Net users do not emerge in all social networking communities, blogs, wikis, discussion groups, MUDs, chat channels, or civic networks. Nor does solidarity last forever within any group. When the evidence on mechanisms of regulation and integration is considered, however, it supports the conclusion that electronic gatherings can and do develop characteristics of a Durkheimian society. We need further research to learn how often and to what extent this happens.
Do Electronic Gatherings Represent the Emergence of a Third Type of Durkheimian Society?
The previous section presented Durkheim's argument about the ingredients of social solidarity that are necessary for any society (regulation and integration). This section discusses another important issue he analyzes: How are modern Western societies with capitalist economies organized differently from premodern societies with noncapitalist economies? In other words, after establishing what creates a solidaristic society, Durkheim then seeks to discover the different types of solidaristic societies that have emerged historically. Durkheim reduces the great variety of human societies to two basic types, which he calls mechanical and organic. Today, sociologists recognize that this simple typology presents a problem because the broad contrast between traditional and modern societies covers an extremely wide range of social organization. For example, the category of traditional society includes both the largely rural societies of early modern Europe, dominated by small, isolated farming villages, and the medieval city-states of Italy, which were densely populated and embedded in a complex web of international trade. Thus, before discussing Durkheim's two types of societies, it is important to understand why he simplified his analysis in this way.
Like many intellectuals of his generation, Durkheim was influenced by organicist thinking: He turns to analogies with biological organisms to analyze human societies. In organicist thinking, individuals are analogous to the cells of an organism, and societies are analogous to the human body. For example, as the fetus grows and develops, clusters of embryonic cells (which were originally identical in structure and function) change and specialize, such that some become kidney cells, whereas others become blood cells or form the lungs. Durkheim (1893 Durkheim ( /1933 suggests, for example, that the modern state becomes the "social brain" because it has "directive power" in a society (p. 84).
This process of specialization into distinct functions or roles is called differentiation. Sociologists often analyze processes of institutional differentiation. For example, differentiation in educational institutions around the developed world meant that the one-room schoolhouse gradually developed into a complex system of kindergartens, elementary schools, middle schools, and high schools.
Durkheim uses the term division of labor to discuss differentiation. Generally speaking, division of labor refers to the system of work specialization that exists in all societies, such as the division of economic production into jobs and occupations and into higher levels of specialization, such as branches of industry or the separation of household production from factory production (Sayer & Walker, 1992) . Durkheim (1893 Durkheim ( /1933 extends the concept, however: "The division of labor is not peculiar to the economic world; we can observe its growing influence" in all institutional realms, including political systems, religious institutions, the arts, science, and educational systems (p. 40).
Durkheim's Two Types of Society
The influence of organicist thinking leads Durkheim to conceptualize only two basic types of societal organisms-mechanical (simple) and organic (complex):
Mechanical societies are small, simple organisms with no specialized parts. For example, traditional villages are composed of households that are all organized in a similar manner; each household fulfills the same wide range of economic, educational, familial, and religious functions as the other households. That is, each "part" of the organism fulfills the same functions as all the other parts.
Organic societies are complex organisms because they are composed of specialized parts, each of which performs distinct functions to support the whole society. In a complex, modern society, no one household, neighborhood, town, or company can produce everything its members need to survive. Moreover, the economy depends on the family and educational institutions to produce dependable workers with a range of needed skills.
In mechanical societies, social relations are based on the fact that everyone is similar to each other because there is little or no division of labor and little diversity in people's ideas. Everyone shares the same values, norms, and beliefs-even the same religion. In contrast, in organic societies, a complex division of labor has developed. Consequently, people and groups become different from each otherwith many different occupations, a great diversity in racial and ethnic backgrounds, and a wide range of religious beliefs and political views.
From organicist thinking, Durkheim also takes the idea that in the long term, organisms tend toward stability and harmony. Although he admits that conflict and disharmony do exist, he sees these as temporary social problems. In the long term, societies will reach states of equilibrium and harmony (perfect coordination) among their parts. For example, the educational system may produce more lawyers than the economy can absorb for a number of years, but then these two institutions will adjust themselves into a state of balance.
Basically, Durkheim was more interested in understanding the bases of social order and solidarity than he was in analyzing conflict. For this reason, Durkheim is often depicted as a conservative thinker who fails to emphasize the role of power and inequality in social life and the inevitability of struggles among groups with
What Causes the Differences Between Mechanical and Organic Societies?
In his well-known statement, "Social life comes from a double source, the likeness of consciences and the division of social labor," Durkheim (1893 Durkheim ( /1933 identifies the following two factors, important variables in sociology even today, that determine whether a society is mechanical or organic: (a) the extent (degree of complexity) of the division of labor and (b) the extent to which members of a society share a collective consciousness, by which Durkheim means all the ways of thinking, feeling, and acting that are common to a group or society. (The extent of collective consciousness means the number and intensity of the values, beliefs, norms, emotions, and ways of acting that are shared.) Durkheim adds that when the division of labor becomes more complex, the collective conscience changes. Together, both changes produce a different type of society. Table 3 .3 summarizes Durkheim's argument.
In societies with complex divisions of labor and great diversity of people, the collective consciousness becomes very "stretched" and abstract in an attempt to include only values and norms that are meaningful to everybody. As a result, the values and norms that are strongly shared are far fewer in number and are more ambiguous. Thus, society is less able to regulate all behavior, and social solidarity is threatened. Durkheim notes that maybe the only value remaining in modern Durkheim (1893 Durkheim ( /1933 , Collins (1994) , Giddens (1971) , and Lukes (1973) .
Western societies in which everyone believes very strongly is individualismprotecting the inherent dignity, worth, and freedom of the individual. Exactly how does the division of labor become more complex? Durkheim's argument goes as follows:
1. Population size increases.
2. There are changes in how the population is physically distributed across a territory. Improvements in transportation and communication link people and villages more easily. Villages and towns grow together and become new entities called cities. Several cities grow together and become a new entity called a metropolis (the central urban area of a country or region, such as a capital).
3. As urbanization increases, each person has social contact with a great many more people. This results in competition for jobs and other resources.
4. From this competition, an increasingly complex division of labor emerges. For example, people find their occupational niches, companies find their market niches, and different zones of a city specialize in different functions (e.g., the warehouse district, the red-light district, the shopping malls, and the residential sections).
Recall from the description of organicist thinking that the division of labor becomes more complex in two stages. First, association occurs, in which separate organisms (e.g., villages or small towns) grow in size and become linked together through improved transportation and communication systems; that is, they combine and form a new whole. Second, differentiation occurs, in which the parts within the new whole specialize by taking on different functions. The more complex division of labor plus a weaker, more ambiguous collective consciousness comprise a new type of society: Social ties are based on difference instead of likeness.
Electronic gatherings can be seen as examples of organic societies. The millions of people engaged in blogs and discussion groups, social networking sites, fantasy worlds, and civic networks attest to a complex division of labor and a wide diversity of beliefs. Could social activities on the Net also represent the emergence of a third type of society? Although he could not have anticipated the development of computer technology, I use Durkheim's ideas to guide creative thinking about the future impact of the Net on how we live. In this chapter, I can only begin the process of developing a hypothesis about a new, third kind of Durkheimian society. I hope to illustrate how great ideas from the past can still be applied to make sense of our world today.
Cyborg Societies: A Third Durkheimian Type?
For Durkheim, it is through sociability with others that humans come to know their world and create meaning (i.e., become human). We imagine who we are by imagining who we are in relationship to others and to nature. Durkheim likely would not be surprised that people have flocked to the Net to experiment with new forms of sociability.
In The Division of Labor, Durkheim argued that as specialization and interdependence of function increase, the extent and intensity of collective consciousness recede in importance as a source of social solidarity. Together, both changes produce a different type of society. In subsequent work, however, Durkheim became less convinced that the collective consciousness recedes in importance in modern societies. Over time, his work focused more on the pre-rational basis of solidarity, that is, the moral and emotional effect of social ties, especially how groups produce ideologies through mechanisms such as ritual practices (Collins, 1994, pp. 190, 204) . After he published The Division of Labor, Durkheim never again focused explicitly on his concepts of mechanical and organic solidarity. Yet over his lifetime, he continued his interest in both manifestations of the structural relations among people-the evolution of institutions and the symbolic and emotional components of social life that unify groups and societies.
Following Durkheim, I should look for evidence of new forms of differentiation in institutions and evidence of changes in the collective consciousness. I believe there is enough evidence to warrant hypothesizing that a third type of Durkheimian society may be emerging.
My hypothesis is that (a) technological advances (such as computer science and telecommunications systems, including the creation of the Net) are contributing to new institutional divisions of labor (e.g., the impact of blogging on blurring the distinction between the professional journalist and "citizen journalist"), and (b) technological advances are contributing to changes in the collective consciousness-in particular, brand-new ways of thinking and feeling about the relationship between humans and computers are emerging. Together, these changes suggest the emergence of a new type of society-a cyborg society.
We usually use the term cyborg to refer to an individual who is part human and part machine. Here, I extend the term to refer to human-computer interactions (also see Haraway, 1991) . Because our relations with computers are becoming social in many ways, future societies may have to create new mechanisms of regulation and integration-not only for human-human interactions but also for cyborg interactions. What evidence is there that a cyborg society is developing?
We are in the very early stages of changes in the nature of our relationships with machines and technology. In her research, Turkle (1995) finds that some people are developing intense relationships with their computers; moreover, "these relationships are changing the way we think and feel" (p. 22).
Changing Collective Consciousness
Changes in the way online aficionados think, feel, and act are based, in part, on the following two contemporary ideas:
1. The world is composed of coded messages circulating in networks.
2. Computers and humans are made of and generate coded messages, so our centuries-old distinction between humans and machines no longer makes any sense.
In today's digital world, vast quantities of information exist only in the form of bits (the binary digits 0 and 1) that constitute computer code and circulate through computer networks. Computer software exists as bits; every message we send by e-mail travels as bits. People surf the Net and interact in MMOGs, thinking of the Net as a place. At one level, however, the entire social world of the Net is nothing more than code.
Moreover, many scientists today think of both machines and biological organisms-including humans-as essentially complex systems of coded messages (bits of 1s and 0s) that circulate in networks. For example, one of the most ambitious scientific projects of the late 20th century is the Human Genome Project, whose purpose is to identify and map all the genes in human DNA. From the perspective of this project, human beings are DNA code, and the challenge is to decipher that code. Once we unlock the secret of the code, perhaps we can clone humans just as we manufacture machines.
Norbert Weiner, often called the father of cybernetic science, said in 1964 that "it is conceptually possible for a human being to be sent over a telegraph line" (Keller, 1994, p. 315) . Fans of Star Trek will recognize this image: turning humans and their machines into sparkling particles (of code?) and "beaming them up." At the other end, the particles or code regenerate the humans and machines into the form of embodied organisms. What humans and machines would share is their common basis of existence as code.
Until recent decades, everyone took for granted the absolute distinction between machine and human. Today, research indicates that this element of the collective consciousness is changing due to growing numbers of people who seek to embody an identity in code (avatars, which may or may not be similar to themselves) and due to the proliferation of computers that act like people in some ways. With regard to the bot Julia, which was quoted in the beginning of this chapter in a conversation with the human Ace, Turkle (1995) asks, How does one treat machines that perform roles previously reserved for people [like having conversations]? In other words, once you have made a pass at an online robot, it is hard to look at computers in the same old way. (p. 88) Turkle's (1995) research suggests that we can find evidence of a new collective consciousness by analyzing the beliefs and practices of kids interacting with computers in play and in school. From interviews with children in the United States and England, and from observing these children using computers, she finds that they are comfortable with a new idea that machines do have personalities, intentions, and ideas.
Computers can sing, talk interactively, and do math with children. Also, more children are beginning to see these machine activities as signs of consciousness. At the same time, however, they do not believe that the computer machinery is alive like humans, because being alive means breathing, having blood, being born, and having real skin. Humans have real bodies, whereas the subjects in cyberspace do not.
When this idea that computers are inanimate organisms-with consciousness but not alive-becomes part of the Durkheimian collective consciousness, what new mechanisms of regulation and integration will develop? If a growing portion of daily life is experienced as webcam views through our handheld iPads, what is the effect on the collective consciousness? One consequence of our changing ideas about human-computer relations is already emerging: People are beginning to raise the issue of what rules of conduct to follow with and through computers. Computers do things for us and can do things to us, whether in the form of bots like Julia or in other forms such as self-help programs, which users know are code, but at the same time, they respond as if there is a psychotherapist inside the machine. (For example, you can purchase "technotherapy" software for help with depression, eating disorders, and stress management.) Turkle (1995) suggests that we increasingly treat our computers as "intimate machines," and we thus seek rules of conduct for dealing with this situation. For example, she finds growing numbers of people who think that if a computer took on the role of judge in the court system, it might be less racist than a human judge. This begs the questions, what rules should we evolve about what, how, and when computers can do things with us and to us? Should there be limits on where bots can appear in the Net and what they can do? Is virtual rape actionable in real-life courts of law?
In a cyborg society, advanced technologies could invert the way that societies create and maintain themselves-the Durkheimian concern with which this chapter began. Neighborhoods, corporations, and governments could become "just another part of an informational network, now machine, now message, always ready for exchange, each for the other" (Keller, 1994, p. 315) . If societal organisms are designed and organized as codes and networks, this will change the ways that humans experience social life.
As Durkheim might say, cyborg social solidarity thus would depend on creating (a) effective regulation for human-computer interactions, and (b) new forms of collective activity among humans and computers to ensure integration. Will we create a new species of social rituals whose participants are humans, computers, and other forms of artificial life, such as those seen today by TV viewers on the space station Babylon 5? Will we enter an era in which we talk about the human rights of androids like Data on Star Trek: The Next Generation?
Conclusion
Although the scenario of cyborg solidarity may seem far-fetched, some of these changes are already happening. Children are already creating new ideas about humancomputer relations. Many people are already cyborgs, given 20th-century advances such as prosthetic limbs and pacemakers for hearts. People born after 1985 conduct a considerable amount of their socializing through digital connections to family and friends using handheld, mobile devices. This raises the important Durkheimian question of what societies should begin to do about regulating human use of the new technologies of telecommunications, artificial life, and biological cloning.
Today, kids play with transformer toys that "morph" (metamorphize) back and forth between machine, animal, and human. Tomorrow, societies will probably have to concern themselves with the legal regulation of morphing and cloning-who and what get to switch states from body to code to body, and under what conditions?
In the early 21st century, SNCs and the blogosphere dominates the Net, and we find ourselves in a world of vogs (video blogs), spogs (spam blogs), TrackBack (mechanism for communicating across blogs), wikis, blikis (wiki + blog), Wi-Fi, RSS, podcasting, and mash-ups (see "MashUpCamp" on www.wikipedia.org). Do these technological changes in the Net shape the structure of social relations that is key to Durkheim's theory? By giving us critical lenses through which to study, understand, and organize our worlds, sociological theory can help us prepare for the changes cascading on us with tremendous velocity at the start of the 21st century. I hope that this chapter illustrates this potential of sociological theory, through the application of Durkheim's theoretical framework to an analysis of the Net as a social phenomenon.
As sociologist C. Wright Mills (1959) notes, the rapid pace of change outstrips our ability to act in accord with our cherished values. Today, we often "sense that older ways of feeling and thinking have collapsed and that newer beginnings are ambiguous to the point of moral stasis" (p. 4). What we need, Mills argues, is a sociological imagination. This is a quality of mind that enables us to use our skills of reasoning plus the vast amounts of information available to discover a central insight about social life-that our personal troubles are often not just personal but are also public issues affecting many people and even an entire society.
Mills and Durkheim share elements of a vision: When individuals develop sociological imaginations, societal anomie and egoism can be transformed into societal regulation and integration through greater citizen involvement in the collective activities of public life. I share the vision and hope that sociological theory can help build a sociological imagination meaningful to ordinary citizens, thus contributing to the invigoration of our communities and democracies.
